ANALYSIS OF VALIDITY AND RELIABILITY OF ONLINE GAME ADDICTION SCALE by Gumilang, Galang Surya
INTERNATIONAL RESEARCH JOURNAL OF MULTIDISCIPLINARY 
STUDIES  
 
 Vol. 6, Issue 6, June, 2020        ISSN (Online): 2454-8499            Impact Factor: 1.8167 (GIF),                                                                                             
          0.679(IIFS) 
10th June, 2020                                  Page No: 1 
Web: www.irjms.in                                   Email: irjms2015@gmail.com, irjms.in@gmail.com            
 
 
ANALYSIS OF VALIDITY AND RELIABILITY OF ONLINE GAME 
ADDICTION SCALE 
 
Galang Surya Gumilang 
Universitas Nusantara PGRI Kediri, Indonesia 
 
ABSTRACT 
Online game addiction is a form of individual activity that is done repeatedly and always 
focuses on playing online games and has a negative impact on users. Therefore, it is necessary to 
develop an online game addiction scale to measure the level of addiction to online games. This study 
uses a quantitative approach with product moment correlation analysis using validity test with 
Cronbach alpha analysis assisted by SPSS 22 application. The results of the analysis concluded that 
from 42 items, 26 items were declared valid with a reliability coefficient of 0.837 which was 
categorized as high reliability. From these results, it can be concluded that the scale of online game 
addiction is considered feasible and can be used by school counselors to measure online game 
addiction. 
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INTRODUCTION: The rapid development of Information Technology (IT) makes various audiences 
competing to explore more about the development of Information Technology (IT). It can be said, the 
public has been attracted by the existence of Information Technology (IT) which is increasingly 
sophisticated and easily accessible everywhere. One of them is the internet which is well-known to 
people all over the world. The internet is a network that connects computers with other computers and 
on the internet has provided various features and is easy to access anywhere and anytime. 
In addition, electronic games or what is commonly called online games have experienced very rapid 
development and are already familiar among the people, especially for students. In addition, internet 
cafes are now also spreading rapidly and are visited by students every day because there are services 
that provide online game software. Online games are a type of computer software that is played online 
and multiplayers. Someone if you want to join and play online games must register an ID and register 
with the game server. Then, if you have registered, you can play online games by joining a server that 
has been active and is often a subscription by the user. Rini (2011) online games are games that 
provide certain servers to be played. 
Based on research conducted by Dhimas (2010) with his thesis research entitled "Online Game 
Addiction in Students at Jayati Internet Cafe”, it is known that students who experience addiction to 
online games in the Jayati internet cafe are found to find a lot of facts that occur in the field, such as 
games online as a student escape from the pressures he faces at school; online games as a means of 
finding satisfaction; the affection and self-respect that students get from online games; students who 
go all out playing online games.  
Researchers chose One Junior High School in the City of Kediri to be a place of research because 
according to reports from counselors and school teachers, many students were often late and 
sometimes skipped school. This is influenced by online games that make students mostly lazy to do 
assignments and prefer to play online games. In addition, students also cannot focus on school lessons 
because of the thought of playing online games. There are also students who have problems, continue 
to choose to play online games just to escape from the problem. In addition, there are also students 
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who justify any means and cheat such as breaking into other people's internet wifi passwords so they 
can still play online games. 
In the phenomenon that occurs in the field, in this case it happens to students in one of the Junior High 
Schools in the City of Kediri, researchers found 30 students out of 395 students who included grades 
VII, VIII, and IX were addicted to online games. Students who are addicted to online games are not 
only male students but there are also female students. The impact of online games has an effect on 
learning outcomes and of these 30 students there is a decline in learning outcomes. In addition, 
counselors have not found a solution to deal with students who are addicted to online games because 
they have not found a bright spot and a tool to reduce the intensity of online game addiction. 
Therefore, intensive solutions and handling are needed for students who are addicted to online games. 
 
METHOD:  
This study uses a quantitative approach. Bungin (2011) quantitative method is called positivistic 
method because it has fulfilled scientific principles that are concrete / empirical, objective, 
measurable, rational, and systematic. The purpose of this study is to analyze the level of validity and 
reliability of online game addiction scales. Before being used, the scale was tested to find out its 
validity and reliability. This study uses product moment correlation analysis and to determine the level 
of validity that is using “alpha cronbach” assisted using the SPSS 22 application. 
 
RESULT and DISCUSSION 
Research findings from the results of the online game addiction scale test instrument were conducted 
with 395 students in grades VII, VIII and IX. The result is there are 30 students who are addicted to 
online games. Test the validity and reliability using the SPSS 22 application. The results of the product 
moment correlation analysis can be concluded that of the 42 total items, 26 items were declared valid 
and 16 items were declared null and void. While the results of alpha cronbach analysis, it is known 
that the reliability coefficient is 0, 837 which is included in the high category. Addicted to online 
games in one of the schools in Kediri City a negative impact on students. Lemmens, et al (2009) in 
their research results stated that a week was spent in front of computers and TV to play online games 
such as videogames, and certain platforms with the method of multiplying days per week for online 
games. Basic standard initial measurements from the DSM-IV regarding the pathological diagnostic 
criteria of online game addiction (Lemmens, et al., 2009; Rooij, et al., 2010; Gumilang, 2012; Wong & 
Hodgins, 2013). Furthermore, the basic measurement of the DSM-IV was developed in the form of a 
psychological scale (1,2,3,4) to measure online game addiction (Gumilang, 2012; Wong & Hodgins, 
2013). 
Addiction to online games if not reduced, will certainly have a negative impact on students. Online 
game addiction has an impact (1) decreased student academic achievement at school, (2) causes 
(social) problems at school and home and (3) decreases student interest in learning (Chiu, et al, 2004; 
Ko, et al, 2005; Allison, et al, 2006; Chumbley, et al., 2006; Bags, 2017). Online game addiction also 
results in a loss of concentration in academic matters and changing personality (Kim, et al, 2008; 
Parker, et al, 2008; Peters, et al, 2008; Caplan, et al, 2009; Jeong & Kim, 2010; Mehroof & Griffiths, 
2010; Porter, et al., 2010). 
Online game addiction scales can be used by counselors to identify students who experience online 
game addiction and create strategies to provide advanced treatment to prevent and reduce online game 
addiction. 
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The purpose of this study was conducted to test the level of validity and reliability of online game 
addiction scale instruments. The results of data analysis using the product moment correlation test can 
be concluded that of the 42 total items, 26 items were declared valid and 16 items were declared null 
and void. The result of alpha cronbach analysis shows that the reliability coefficient is 0, 837 which is 
included in the high category. 
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